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FIG. 1 



RECEIVING FRAGMENT DATA SELECTED FROM THE GROUP CONSISTING OF 
CONSTANT REGISTERS, COLOR VALUES AND TEXTURE COORDINATES 
ASSOCIATED WITH A FRAGMENT 
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Figure 3 
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OPERATING ON GRAPHICS FLOATING POINT DATA DURING A RENDERING PASS 
IN A GRAPHICS PIPELINE 
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READING THE GRAPHICS FLOATING POINT DATA FROM A BUFFER DURING THE 
RENDERING PASS IN THE GRAPHICS PIPELINE 
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STORING THE GRAPHICS FLOATING POINT DATA TO THE BUFFER IN THE 
GRAPHICS PIPELINE 
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Figure 4 
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Get Value Type 
TEXTURE_FLOAT_COMPONENTS_NV n x B 



Init . 

Get Command Value Description 



GetTexLevel- 



True if texture holds 
undamped floating- 
point values 



Sec. 
3.8 



Get Value 
CLEAR_GOLOR_VALUE 



Type 
C 



Get Command 
GetFloatv 



FLOAT JXEAR_COLORJ/ALUE_NV 4xR GetFloatv 



Init. 
Value 



Description 



Color buffer clear value 
(RGBA mode) , each value 
clamped to [0,1]. 
Color buffer clear value 
(RGBA mode) , each value 
undamped. 



Sec. Attribute 
4.2.3 color-buffer 

4.2.3 color-buffer 



Get Value 

FL 0AT_RGE A MO DE KTV 



Type 



Get Command 
GetBooleanv 



Init . 
Value 



Description 



Sec . Attribute 



True if color buffers 4 
store floating-point 
data 



Figure 5 



